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DISCLAIMERS 

> An entire team created this game. 

> This is a simplification. 

> There will be spoilers! 
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CONCEPTION OF SOMA 
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THE CORE GAME 

> Player starts in the present, gets brainscan, 
ends up in the future. 

> Rest of game: explore philosophical 
implications of this condition. 

> A few key moments, eg: 

Swap body and kill a cute robot. 
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> No Gameplay loop. 

> No Mechanics. 


> Not sure if horror. 
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EARLY RESEARCH 
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THEMES 
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CORE ISSUES 

> Lack of Presence. 


> Over-reliance on puzzles. 
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PRESENCE 
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Rules of Presence 

> Constant Input 

> Agreeable Action Outcome 

> Deterministic Mechanics 

> Minimal Repetition 

> Consistency 
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PRESENCE = valuable design framework 
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Lesson 


Maintaining presence is great for getting themes across. 
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Extra Lesson 


Frameworks are great for filtering design choices. 



PUZZLES AND SCENES 
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The Scene Approach 


■ im. 
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Lesson 


Without goals and structure, no engagement. 
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4-layer's approach 
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Lesson 


Puzzles, etc. must be part of the storyTELLING 
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CHOICES 
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Lesson 


Forcing players to consider events 
Better emotional response 
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Extra Lessons 


> Everything is obvious in hindsight. 


> Small tweaks can make a world of difference. 
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TECHNOLOGY 
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Dynamic Dialog: 

> Massive workload. 

> Characters often acted stupid 

Branching Dialog: 

> Workload is still massive. 
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Simple System: 

> Still lots of work!! 
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Lesson 


Focus on what matters for achieving your goals. 
Use proven tech when possible! 
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THE BIG PICTURE 
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OPEN QUESTIONS 

> How do we communicate our themes on 
a holistic level? 


> How do we make the game as a whole 
enagaging? 
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Ideas 



Time 
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BIG PROBLEM: 


To properly test, build must last hours. 
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First proper test build: 

2.5 years after project start. 
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Time between tests: 


ONE YEAR! 
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> Hard to communicate to team what game was. 


> Problem: I wasn't sure myself! 
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First 3.5 years: 

> Our focus: Solve the open questions. 

> Puzzle, scene, etc., evolved alongside 

> AI and death system: Left behind. 
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Lesson 1 


Plan for long iteration cycles. 
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Lesson 2 


Vision might be unclear, prepare everyone for this 
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Lesson 3 


Get foundational gameplay done ASAP. 
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CHOOSING THEMES 
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Lesson 


Narrow down subjects as much as possible. 
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Caveat 


Scattergun approach can be VERY helpful 
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CONCLUSION 
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Clip Credits: 

ChristopherOdd 
Geek Remix 
Markiplier 
Natascha Roosli 
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J /owe horror, Soma is distressing, There is a scene where J hawe to hurta Inend/y robot to progress and J don't know why, It made me 
cry 
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Thanks for listening! 


Resources: 

http://tiny.cc/TODO! ! 


@ThomasGrip 

Thomas@FrictionalGames.com 


